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SERVER DEVICE, METHOD FOR
CONTROLLING THE SAME, COMPUTER
READABLE RECORDING MEDIUM, AND

GAME SYSTEM

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present invention relates to a server, a control method
therefor, a computer-readable recording medium, and a game
system.

2. Background Art

For example, Patent Document 1 describes a card game
device 1 which characters (called masters or the like) as
player characters operated by players make a battle with each
other on a game screen ol a portable game machine using
character cards that form a so-called deck. Patent Document
2 describes a kind of role-playing game 1n which the game
progresses while characters are playing a card battle using a
deck according to a predetermined story. Patent Document 3
describes an example of a battle game between baseball teams
consisting of players assigned to virtual trading cards 1n a
server-client system.

CITATION LIST

Patent Documents

JP2001-137534 A
JP2008-220984 A
IP4693936

|Patent Document 1
| Patent Document 2
| Patent Document 3

SUMMARY OF THE INVENTION

In deck battle games including the above conventional
games, players or characters (hereinafter sitmply called “play-
ers”’) play a card battle using character cards as a general rule.
In this regard, a player selects a finite number of character
cards (deck characters) that make an own deck from among
multiple character cards (e.g., character cards as 1tems pos-
sessed by the player) prepared beforehand as the game set-
ting. At this time, for example, the player can check on or
predict the personality (such as strength and favorite moves
(favorite and signature skills one 1s good at)) of an enemy
character or an opponent player to create an arbitrary and
desired combination of own deck characters.

In such conventional games, however, once a deck (a set of
deck characters) 1s created, the deck formation cannot be
changed in one battle event (also called a quest or a turn).
Then, an attack against an enemy character or an opponent
character through the fixed deck 1s automatically made. As a
result, the player can do nothing but select a character card in
the battle event as a primary interesting element of the game,
or the player can only do very monotonous work such as to
continuously hit a button or a switch to mstruct, for example,
an attack against the enemy character or the opponent char-
acter.

Further, 1t 1s so set that the kind and strength of the attack
against the enemy character or the opponent character are
generally determined according to the kind, personality,
attribute, and level of each of the characters that form the
deck. On the other hand, since the deck formation 1s fixed and
cannot be changed as mentioned above, even when two or
more attacks are possible during one battle event, attack
variations are limited. Therefore, there are problems that the
battle event 1tself becomes stereotyped, and 1n some cases,
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that a player can predict the result (win or loss) of a battle to
some degree when a deck 1s formed.

As aresult, the interest 1n and real enjoyment of the battle
event and hence the entire game are reduced or lost, causing
a problem of being unable to urge players to participate in the
game or drive their motivations to continue the game.

Therelore, the present invention has been made 1n view of
such circumstances, and it 1s an object thereof to elicit the
originality and ingenuity of players in order to improve the
interest 1n and taste of a battle event that was monotonous
work 1n the conventional. It 1s another object of the present
invention to realize a server capable of providing a game that
can raise players’ motivation to participate in the game or
continue the game, and that can amplily or increase the inter-
est 1n and real enjoyment of the entire game, a control method
therefor, a program, and a game system.

In order to solve the above problems, a server according to
the present invention 1s first connected to a terminal device
operated by a player (game user, client) through a communi-
cation line to provide a game including a predetermined battle
event. Further, the server according to the present invention
includes an information storage unit for storing information
related to the game, and a control umt for accessing the
information, performing computation on the game, and dis-
playing images of the game on the terminal device.

Then, the mformation storage unit holds, as part of the
information related to the game, plural kinds of player char-
acters associated with the predetermined battle event, at least
one kind of enemy character (opponent character), and infor-
mation on a game content corresponding to each of the player
characters (representing the player character). Further, the
control unit displays multiple game contents 1n a first field on
the terminal device so that the player can select at least one
desired game content from the multiple game contents to
attack the enemy character 1n the predetermined battle event.
Further, when the player selects the desired game content
from the game contents displayed in the first field, the control
unitremoves the game content selected by the player from the
first field (which may be erased from the display screen of the
terminal device, or moved to and displayed 1n an area other
than the first field such as a second field to be described later).
Furthermore, the control unit updates (refills) the first field
with a new game content alternative to the removed game
content.

Note that the “game contents” denote contents or 1tems
capable of being held and managed by the player during the
game. For example, the “game contents” include character
cards, avatars, and figures corresponding to player characters
to be handled i virtual game space, which 1s a concept
including so-called “objects.” Further, the “game contents™
may evoke player characters directly or indirectly (such as the
names ol player characters, nominal designations thereof,
weapons, clothes, costumes, spells, magic, moves, or associ-
ated characters). The “game contents” may be displayed as
still images or moving images, or as mere character informa-
tion rather than the images. In some cases, the “game con-
tents” may not be visually recognizable or may be recogniz-
able through the auditory sense alone such as audio
information.

The player can connect the terminal device to the server
configured as such through the commumication line to play
the game including the predetermined battle event online or
offline. During the game, the control unit included in the
server accesses the information related to the game and stored
in the information storage unit. Then, the control unit can
perform various computations on the game using the infor-
mation to make the game progress along the settings while
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displaying game 1mages as the computational results on the
terminal device as game screens.

In the predetermined battle event of the game, multiple
game contents corresponding to player characters are dis-
played 1n the first field on (the display screen of) the terminal
device as a result of processing performed by the control unait.
The player can select a desired game content from the mul-
tiple game contents to attack the enemy character. Further, the
game content selected by the player 1s removed from the first

field, and the first field 1s updated (refilled) with a new game
content 1nstead as needed.

Thus, 1n the present invention, candidates for a game con-
tent to be selected by the player to attack the enemy character
using a player character are once displayed in the first field.
From among them, the player can appropnately selecta game
content to be actually used to attack the enemy character.
Then, since the first field 1s updated with a new game content
as needed, the player can further additionally select, from the
first field, a game content to be used to attack the enemy
character. As a result, a set of game contents selected by the
player (a stack or combination of game contents to attack the
enemy character, which corresponds to the “deck formation™
in the conventional, for example) 1s no longer settled and fixed
in the battle event. In other words, the set (deck) of game
contents can be changed in one predetermined battle event
sequentially and desirably at the player’s discretion. There-
fore, the player’s intention and determination are reflected 1in
the result of the win or loss of the battle event. In the present
invention, the set (deck) of game contents selected by the
player from the first field can be called a variable deck or a
non-fixed deck 1n terms of being able to be selected arbitrarily
from the palette Fp.

More specifically, the information storage unit further
holds information on a first parameter value (amount) set for
cach of the player characters and/or each of the game contents
as part of the mmformation related to the game. It 1s also
preferred that, when updating (refilling) the first field with a
new game content alternative to the game content removed
from the first field, the control unit should determine the kind
of updated game content (corresponding player character)
based on the first parameter value.

In this case, 1n view of the fact that a player character and
a game content corresponding to the player character are
associated with the battle event, the following can be exem-
plified as “first parameters” (kinds of parameter rather than
values): the rapidity of each player character (the quickness or
rapidness of an action or an attack), an action point(s) (AP) of
cach individual player character or multiple player charac-
ters, health point or vitality (hit point; HP), attack power to the
enemy character, and the strength of a move that can be used
by each player character. Note that “based on the first param-
eter value” includes not only a case where the kind of updated
game content 1s uniformly determined by the first parameter
value, but also a case where the kind of updated game content
1s determined according to an occurrence probability
weilghted using the magnitude of the first parameter value.

This makes 1t easy for the player to predict (expect) the
kind of updated new game content to some extend compared
with the case where the new game content updated to the first
field 1s determined arbitrarily (at random). Thus, for example,
when selecting desired game contents from the first field to
form a deck, the player can develop an operation or strategy
for defeating the enemy character effectively and purposely
according to various attributes and the like set depending on
the kinds of game contents. As a result, the discretion of the
player in the battle event can be increased, and the player’s
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intention and determination can be clearly reflected depend-
ing on the result of the win or loss of the battle event.

More specifically, the information storage umt holds, as
part of the information related to the game, information on a
second parameter value set for each of the player characters
and/or each of the game contents, and information on a third
parameter value set for the predetermined battle event. It 1s
also preferred that, when the sum (total amount) of second
parameter values of the game contents selected by the player
1s less than or equal to an upper limit of the third parameter
value, the control unit should permit the player to select these
game contents. In other words, the upper limit of the third
parameter value as the total cost available for selecting
desired game contents from the first field (to form a deck) 1s
first assigned to (set for) each player (user) participating in the
battle event. Then, 11 the sum (total amount) of second param-
cter values each of which 1s an individual consumption cost
set for each of the player characters and/or each of the game
contents 1s less than or equal to the available total cost (the
upper limit of the third parameter value), the player can select
desired game contents to form a deck. For example, when the
predetermined battle event can be composed of multiple
matches called “turns,” the third parameter value set for the
predetermined battle event can also be set for each turn.

As these “second parameters” and “third parameters™
(kinds of parameters rather than values), those similar to the
“first parameters” mentioned above are exemplified. In other
words, the rapidity of each player character (the quickness or
rapidity of an action or an attack), an action point(s) (AP) of
cach individual player character or multiple player charac-
ters, health point or vitality (hit point; HP), attack power to the
enemy character, and the strength of a move that can be used
by each player character can be exemplified (but not limited)
as “second parameters” and “‘third parameters.” Further, the
“second parameters” may be the same as or different from the
“first parameters” and/or the “third parameters.” Likewise,
the “third parameters” may also be the same as or different
from the “first parameters” and/or the “second parameters.”

This will require the player to compare the sum of second
parameter values set for selected game contents with the
upper limit of the third parameter value to fall the sum within
the upper limit (available total cost) of the third parameter
value. In other words, the player 1s required to select a set of
game contents to make an attack on the enemy character
while managing the second parameter value and the upper
limit of the third parameter value. As aresult, for example, the
battle event can be prevented from becoming monotonous
due to facile selection of only the game content of a player
character that allows the player to give more damage to the
enemy character. This can put psychological and intellectual
loads on the player, further increasing the discretion of the
player 1n the battle event.

Further, in this case, the control unit may sequentially
subtract the second parameter value of the game content
selected by the player from the third parameter value, and add
a predetermined amount to the third parameter value at appro-
priate timing or restore the upper limit of the third parameter
value. Here, the “appropnate timing” 1s not particularly lim-
ited. For example, as mentioned above, when the predeter-
mined battle event 1s composed of multiple matches (turns),
the upper limit of the third parameter value may be restored as
time passes in the middle of each turn. Alternatively, the upper
limit of the third parameter value may be restored based on
the damage given by the player character to the enemy char-
acter. Instead of or 1n addition to this, compiled values as the
third parameter value may be restored at the start or end of the
turn.




US 9,205,337 B2

S

Further, the information storage unit may hold, as part of
the information related to the game, information on plural
kinds of moves that allow each of the player characters to
attack the enemy character and are different from one another
in terms ol damage given to the enemy character. When there
are multiple game contents selected by the player and the
multiple game contents 1include ones corresponding to the
same player character, the control unit may be configured as
tollows, namely: A specific move can be determined from
plural kinds of moves that can be used by the same player
character according to numerical quantities of the game con-
tents corresponding to the same player character to give dam-
age to the enemy character using the specific move deter-
mined.

In such a configuration, for example, the player can select
game contents corresponding to the same player character
purposely without a break to exercise (throw) a different
special move (e.g., special move) over (at) the enemy char-
acter 1n addition to moves normally used by the player char-
acter (normal moves). In other words, a game element differ-
ent from the selection of game contents by the player 1s added
in one battle event. This significantly increases the variations
ol operation or strategy for the player to defeat the enemy
character, further increasing the discretion of the player.

Further, the control unit may display, 1n the first field, a
state where multiple game contents are arranged adjacent to
one another (a kind of aligned state). In this case, after remov-
ing a game content selected by the player from the first field,
the control unit can rearrange the game contents remaining in
the first field to move over or fill a region where the removed
game content was arranged. The control unit may further
update (refill) the region (blank region) caused by the rear-
rangement with a new game content to display the remaining,
game contents and the updated new game content in a state of
being arranged adjacent to one another. In this case, the con-
trol umit may display (dynamically display) the movement of
the game contents (so-called fade-1n or slide-1n) using mov-
Ing 1mages.

In addition, the control unit may redisplay the game con-
tent selected by the player 1n a second field ditferent from the
first field 1n a state 1dentical to or different from the state of
being displayed 1n the first field. For example, the selected
game content may be redisplayed 1n a mode easy to confirm a
player character of the game content selected by the player.

Further, a control method for a server according to the
present invention 1s a method for effectively controlling the
server of the present mvention mentioned above. In other
words, the control method according to the present invention
1s a control method for a server connected to a terminal device
operated by a player through a communication line to provide
a game including a predetermined battle event, the server
including an information storage unit for storing information
related to the game, and a control unit for accessing the
information, performing computation on the game, and dis-
playing images of the game on the terminal device.

Then, 1n this method, plural kinds of player characters
associated with the predetermined battle event, at least one
kind of enemy character, and information on a game content
corresponding to each of the player characters are first stored
in the information storage umt as part of the information
related to the game. The control unit displays multiple game
contents 1n a first field on the terminal device so that the player
can select at least one desired game content from the multiple
game contents to attack the enemy character 1n the predeter-
mined battle event. Then, when the player selects the desired
game content from the game contents displayed 1n the first
field, the game content selected by the player 1s removed from

10

15

20

25

30

35

40

45

50

55

60

65

6

the first field. Further, the first field 1s updated with a new
game content alternative to the removed game content.

Further, a program according to the present invention 1s to
establish a connection to a terminal device operated by a
player through a communication line to provide a game
including a predetermined battle event. Specifically, the pro-
gram causes a computer to execute the following steps, where
the computer 1s accessible to an information storage unit for
storing, as part of information related to the game, plural
kinds of player characters associated with the predetermined
battle event, at least one kind of enemy character, and infor-
mation on a game content corresponding to each of the player
characters.

Namely, the steps include the following steps of:

accessing the information, performing computation on the
game, and displaying images of the game on the terminal
device:

displaying multiple game contents in a first ficld on the
terminal device so that the player can select at least one
desired game content from the multiple game contents to
attack the enemy character the enemy character in the prede-
termined battle event:

when the player selects the desired game content from the
game contents displayed 1n the first field, removing the game
content selected by the player from the first field; and

updating the first ficld with a new game content alternative
to the removed game content.

Furthermore, a game system according to the present
invention 1s a system including a terminal device operated by
aplayer and a server connected to the terminal device through
a communication line to provide a game including a prede-
termined battle event. In other words, the game system
according to the present mvention includes an information
storage unit for storing information related to the game, and a
control unit for accessing the information, performing com-

putation on the game, and displaying images of the game on
the terminal device.

Then, like the server according to the present invention, the
information storage unit holds, as part of the information
related to the game, plural kinds of player characters associ-
ated with the predetermined battle event, at least one kind of
enemy character, and information on a game content corre-
sponding to each of the player characters. Further, the control
unit displays multiple game contents in a {first field on the
terminal device so that the player can select at least one
desired game content from the multiple game contents to
attack the enemy character 1n the predetermined battle event.
When the player selects the desired game content from the
game contents displayed in the first field, the control unit
turther removes the game content selected by the player from
the first field. Then, the control unit updates the first field with
a new game content alternative to the removed game content.

According to the present invention, the player can appro-
priately select a game content corresponding to a player char-
acter used to attack an enemy character 1n a battle event. Since
a new game content alternative to the game content selected
by the player 1s updated as needed, a set of game contents
selected by the player can be changed sequentially and desir-
ably at the player’s discretion. Therefore, the originality and
ingenuity of the player in the battle event can be elicited to
improve the iterest 1n and taste of the battle event that was
monotonous work in the conventional. As a result, the player
1s urged to participate 1n the game or the player’s motivation
1s driven to continue the game, and hence the interest 1n and
real enjoyment of the entire game can be amplified or
increased.
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BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s a schematic block diagram (system block dia-
gram ) showing a preferred embodiment of a server according
to the present invention.

FI1G. 2 1s a schematic block diagram (system configuration
diagram) showing one preferred embodiment of a game sys-
tem according to the present invention.

FIG. 3 1s a flowchart showing part of a game procedure
performed on the server shown in FIG. 1 and FIG. 2.

FIG. 4 1s a schematic view showing a configuration
example of a game screen in part of the game procedure
shown 1n FIG. 3.

FIG. 5 1s a schematic view showing the configuration
example of the game screen 1n part of the game procedure
shown 1n FIG. 3.

FIG. 6 1s a schematic view showing another configuration
example of the game screen displayed in each turn Tu 1n part
of the game procedure shown 1n FIG. 3.

FI1G. 7 1s a schematic view showing the other configuration
example of the game screen displayed in each turn Tu 1n part
of the game procedure shown 1n FIG. 3.

FIG. 8 1s a schematic view showing the other configuration
example of the game screen displayed 1n each turn Tu 1n part
of the game procedure shown 1n FIG. 3.

FI1G. 9 1s a schematic view showing the other configuration
example of the game screen displayed in each turn Tu 1n part
of the game procedure shown 1n FIG. 3.

DESCRIPTION OF THE PREFERRED
EMBODIMENT

An embodiment of the present invention will be described
in detail below. Note that the embodiment below 1s intended
to be only by way of example to describe the present inven-
tion, and the present mvention 1s not limited to the embodi-
ment alone. Various modifications can be made without
departing from the scope of the present mvention. Further,
those skilled 1n the art can adopt any other embodiment in
which each component or element to be described below 1s
replaced with an equivalent one, and such an embodiment 1s
included 1n the scope of the present invention. Positional
relations, such as left, right, top, and bottom, indicated as
needed are based on those shown in the drawings unless
otherwise noted. Note further that various dimension ratios 1in
the drawings are not limited to the dimension ratios shown. In
order to facilitate the understanding, the following descrip-
tion will take, as an example, one embodiment 1n which the
present invention 1s carried out by using a game information
processing apparatus, but the present invention 1s not limited
thereto as mentioned above.

FIG. 1 1s a schematic block diagram (system block dia-
gram ) showing one preferred embodiment of a server accord-
ing to the present invention. FIG. 2 1s a schematic block
diagram (system configuration diagram) showing one pre-
terred embodiment of a game system according to the present
invention. As shown 1n these figures, a server 100 1s a server
computer connected to a network 200 as a communication
line or a communication network relating to information pro-
cessing such as the Internet. A predetermined server program
1s run on the server computer to fulfill a server function.
Further, the server 100 and terminal devices 2, such as client
computers 21 and mobile terminals 22, connected by wire
and/or wireless to the network 200 are set up to be commu-
nicable with one another to configure a game system 1.

The server 100 includes a computing unit 101 such as a

CPU or an MPU, a ROM 102 and a RAM 103 as storage
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devices, and an external interface 104 to which an input unit
105 and an external memory 106 are connected. The server
100 also includes an 1image processing unit 107 to which a
display momitor 111 1s connected, a slot drive 108 into or to
which a disk or a memory device 1s loaded or connected, an
audio processing unit 109 to which a speaker device 112 1s
connected, and a network interface 110. Then, these compo-
nents are connected to one another through a transmission
path 120 such as a system bus, including, for example, an
internal bus, an external bus, and an expansion bus. Note that
devices responsible for input/output of the input unit 105, the
external memory 106, the display monitor 111, and the
speaker device 112 may be omitted appropriately as needed.
Further, these devices may not always be connected to the
transmission path 120.

The computing unit 101 controls the entire operation of the
server 100 not only to exchange control signals and informa-
tion signals (data) with the other components mentioned
above, but also to perform various arithmetic processing nec-
essary to execute a game. Therefore, the computing unmt 101
can perform, 1n a fast-accessible storage area such as a so-
called register, arithmetic operations such as addition, sub-
traction, multiplication and division using an arithmetic logi-
cal umit or the like, logical operations such as logical OR,
logical AND), and logical NOT, and bitwise operations such as
bitwise OR, bitwise AND), bitwise 1nvert, bitwise shift, and
bitwise rotate. The computing unit 101 can also perform as
needed a saturation calculation, a trigonometric function cal-
culation, a vector operation, and the like.

An IPL (Imitial Program Loader) first executed after power-
on1s generally recorded inthe ROM 102. This IPL 1s executed
so that the computing unit 101 will read a server program and
a game program once mnto the RAM 103 to execute the pro-
gram, where the program 1s recorded on a disk or in amemory
device loaded 1n or connected to the slot drive 108. An oper-
ating system program necessary to control the entire opera-
tion of the server 100 and other various data are recorded in
the ROM 102.

The RAM 103 i1s to store the server program, the game
program, and various data temporarily. In addition to the
server program and game program read as mentioned above,
data necessary to the progress of the game and communica-
tion between two or more terminal devices 2 are held 1n the
RAM 103. The computing unit 101 sets a variable area in the
RAM 103. The computing unit 101 also performs direct
operations using the arithmetic logical unit on values stored in
the variable area, or the computing unit 101 once copies or
moves the values stored 1n the RAM 103 to the register to
perform direct operations on the register as well. Further, the
computing unit 101 performs processing for writing these
operation results back to the RAM 103.

The input unit 105 connected through the external interface
104 1s to accept various operations mput by a user (game
provider) of the server 100. As the input unit 105, a voice
input unit can be employed as well as a keyboard, a touch pad.,
and a touch panel. Note that the kind of device as the input unit
105 1s not particularly limited as long as the device can input
instructions, such as various operations, a confirmation
operation, a cancel operation, and the display of a menu.

Rewritably stored in the RAM 103 and the external
memory 106, removably connected through the external
interface 104, are data indicative of the operating conditions
of the server 100, the access status of each terminal device 2,
and the game playing conditions and the stages of progress
(the results 1n the past, and the like) on each terminal device
2, log (record) data on communication between terminal
devices 2, and the like.
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The 1mage processing unit 107 processes the various data
read from the slot drive 108 by the computing unit 101 or by
itself, and records processed image information 1n a frame
memory or the like. The image information recorded 1n this
frame memory 1s converted to a video signal at predetermined
synchronization timing, and output to the display monitor 111
connected to the image processing unit 107. This enables
various 1mages to be displayed. Further, 1n cooperation with
the computing unit 101, image information on a game 1s sent
from the image processing unit 107 and/or the computing unit
101 to each terminal device 2.

The audio processing unit 109 converts the various data
read from the slot drive 108 into audio signals, and outputs the
audio signals from the speaker device 112 connected to the
audio processing unit 109. Further, in cooperation with the
computing unit 101, audio information on the game (sound
cifects and music information) 1s sent from the audio process-
ing unit 109 and/or the computing unit 101 to each terminal
device 2.

The network interface 110 1s to connect the server 100 to
the network 200. The network interface 110 includes, for
example, an analog modem, an ISDN modem, or an ADSL
modem, which conforms to each standard used 1n establish-
ing a LAN, a cable modem for connection to the Internet
using a cable TV line, and the like. The network interface 110
may also include an interface for connecting these to the
computing unit 101 through the transmission path 120.

A pretferred embodiment of a game implemented 1n the
game system 1 configured as such and the server 100 accord-
ing to a game program ol the present invention will be
described below. FI1G. 3 1s a flowchart showing part of a game
procedure performed on the server 100, particularly showing
a tlow focused on the evolution of a game screen to be dis-
played on a terminal device 2 operated by a player. FIG. 4 and
FIG. § are schematic views showing configuration examples
of game screens 1n some parts of the game procedure shown
in FIG. 3.

Note that various processing (1image or screen display,
determination, calculation, and the like) 1in the procedure
mentioned below 1s performed based on control instructions
from the computing unit 101 of the server 100. In other words,
the computing unit 101 functions as a “control unit” 1n the
present invention. Further, various storage media with game
information recorded thereon 1in addition to the ROM 102, the
RAM 103, and the external memory 106 mentioned above
correspond to an “information storage unit” in the present
invention.

(Example of Basic Game Progression)

Here, a player first operates a terminal device 2 (a client
computer 21 or a mobile terminal 22, or a tablet terminal or a
smartphone) to connect the terminal device 2 to the server 100
through the network 200 such as the Internet. The player
turther operates the terminal device 2 to select a game pro-
vided from the server 100 or enter login information such as
an ID number or a personal identification number on a plat-
form screen belfore the selection of the game. When recog-
nizing the login information, the computing unit 101 of the
server 100 displays, on the terminal device 2, my page unique
to the player associated with the ID number (step S1). In this
game example, a banner listing multiple scenes (e.g., loca-
tions, dungeons, quests) set as game scenes 1s displayed on
the my page screen. These scenes such as locations, dun-
geons, or quests may be hierarchized as mutual or individual
structures, or may not be hierarchized.

Next, for example, when the player selects a battle type
quest (a predetermined battle event) from the list of multiple
scenes displayed on the terminal device 2, a preparation
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screen for the battle type quest 1s displayed on the terminal
device 2. Further, when the preparation for the selected battle
type quest 1s completed 1n the computing umt 101, an intro-
duction screen thereof 1s displayed on the terminal device 2
(step S2). The display of the battle type quest preparation
screen and the introduction screen may be a still image or a
moving image, and a tlash or the like can also be used. Then,
the computing unit 101 performs processing on a turn Tu (a
step group surrounded by a dashed-dotted line 1n FIG. 3) set
for the battle type quest.

Further description will be made while referring to FI1G. 4
and FIG. 5 as well. As a procedure for processing this turn Tu,
an event field Fe and a palette Fp (character palette) are first
defined on a screen 2a of the terminal device 2 as display areas
of game 1mages to display respective constituent elements 1n
these display areas. In the embodiment, player characters Ca
to Cd (ally characters) represented by solid circles are dis-
played 1n the event field Fe as some of the constituent ele-
ments. Further, the palette Fp 1s a kind of “field” for display-
ing, as the constituent elements, character cards A31, B32,
(C33, and D34 respectively corresponding to the player char-
acters Ca to Cd (respectively representing the player charac-
ters Ca to Cd). In other words, the palette Fp corresponds to a
“first field.” and the character cards A31, B32, C33, and D34
correspond to “game contents.”

FIG. 4 shows a layout example of the multiple character
cards A31, B32, C33, and D34 at the start of a certain turn Tu.
In the palette Fp of the screen 2q at this time, those character
cards selected or determined as characters to be used in the
battle event by the player or the computing unit 101 (game
system) of the server 100 are displayed. In this example, a
display area for si1x cards 1s defined for four kinds of character
cards 1n the palette Fp, and three character cards A31, and one
cach of character cards B32, C33, and D34 are displayed.
These are represented by solid rectangles i FIG. 4 and dis-
played 1n a state of being arranged adjacent to one another (a
state of being aligned). Note that one each of character cards
A31 and C33 represented by dashed rectangles as shown are
scheduled to be newly filled afterward, and displayed here 1n
the same drawing for convenience.

Here, a numeric value of “rapidity” (quickness) unique to

cach of the player characters Ca to Cd 1s preset as a first
parameter value in each of the character cards A31,B32, C33,
and D34, respectively. Each of the rapidities RP(A), RP(B),
RP(C), and RP(D) of the character cards A31, B32, C33, and
D34 1s displayed on the screen 2a in amode 1dentifiable by the
player. The display mode of the “rapidity” 1s not particularly
limited. For example, 1t may be a numeric value or the display
ol a geometric figure different in size, length, or numerical
quantity.

This “rapidity” determines the frequency (probability) of
appearance of each of the character cards A31, B32, C33, and
D34 1n the palette Fp. Based on the values of these rapidities
RP(A), RP(B), RP(C), and RP(D), the computing unit 101
performs arithmetic processing in such a manner, for
example, that the appearance frequency of a character card
corresponding to a player character the rapidity of which 1s
relatively high will be high. The player can select a desired
character card from the character cards A31, B32, C33, and
D34 displayed on the screen 2a as mentioned above.

Here, a numeric value of “action point: AP” unique to each
of the player characters Ca to Cd 1s also preset 1n each of the
character cards A31, B32, C33, and D34. Each of the action
point values 1s displayed on the screen 2a as AP(A), AP(B),
AP(C), and AP(D) for each of the character cards A31, B32,
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(C33, and D34 1n a mode 1identifiable by the player. Further, the
total amount of action point AP (total AP amount) consum-
able 1n this turn Tu 1s set.

The action point unique to each of the player characters Ca
to Cd represents the magnitude of damage that can be given
by a normal move (normal or ordinary skill) used for an
enemy character in a manner to be described later. In the
embodiment, though not particularly limited, the action
points AP(A), AP(B), AP(C), and AP(D) unique to the player
characters Ca to Cd are set to correlate with the rapidities
RP(A), RP(B), RP(C), and RP(D) unique to the player char-
acters Ca to Cd mentioned above. For example, a player
character having relatively high rapidity RP (i.e., quicker
player character) has a higher probability of appearing in the
palette Fp but the action point AP thereof1s set smaller. On the
other hand, a player character having relatively low rapidity
RP (i.e., slower player character) has a lower probability of
appearing in the palette Fp but the action point AP thereof 1s
set larger. In other words, 1t 1s difficult for a player character
with relatively low rapidity RP to appear until player charac-
ters with relatively high rapidities RP appear many times, and
are selected and used by the player.

Then, when the player selects a desired card from the
character cards A31, B32, C33, and D34, the action point AP
set for the selected character card is subtracted from the total
AP amount consumable 1n the turn Tu. The player can con-
tinuously select desired character cards until the total AP
amount becomes zero. In other words, the player can select
desired character cards within such a range that the sum of the
action points AP of selected character cards does not exceed
the total AP amount.

Thus, the action point AP corresponds to a “second param-
cter” and a “third parameter,” and a value of the action point
AP unique to each of the player characters Ca to Cd corre-
sponds to a “second parameter value.” Further, the total AP
amount consumable in the turn Tu corresponds to a “third
parameter value” and the “upper limit” thereof. As seen from
the above, the total AP amount here corresponds to the “total
cost available for selecting a desired game content from the
first field (for forming a deck)” mentioned above, and a value
of the action point AP unique to each of the player characters
Ca to Cd corresponds to an “individual consumption cost set
for each of the player characters and/or each of the game
contents.” Note that a change in numeric value of the total AP
amount consumable 1n the turn Tu 1s displayed, for example,
as an AP gauge 61 1n the event field Fe as shown in FIG. 4 to
make 1t easy for the player to recognize 1t (step S3 thus far).

According to the above setting, the player can composi-
tively weigh the total consumable AP amount, the action
points AP(A), AP(B), AP(C), and AP(D) unique to the respec-
tive player characters Ca to Cd and written in the respective
character cards A31, B32, C33, and D34, and the rapidities
RP(A), RP(B), RP(C), and RP(D) mentioned above. On that
basis, the player can sequentially determine character cards to
attack an enemy character, and select target character cards
from the character cards A31, B32, C33, and D34 once
aligned and displayed 1n the palette Fp.

Next, the character cards A31 and C33 selected by the
player are removed from the palette Fp. For example, as
shown 1n FIG. 4, these character cards A31 and C33 are
redisplayed 1n the event field Fe as selected character cards
Ad1 and C43 together with the player characters Ca to Cd. At
this time, the selected character cards to be displayed 1n the
event field Fe may be displayed in the same state (in terms of
the shape, the size, and the like) as in the mode when they are
displayed in the palette Fp, or displayed in a state where the
entire shape 1s reduced as shown.
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In FIG. 4, a state 1s shown where three character cards A31
and one character card C33 selected by the player from the
palette Fp are moved to the event field Fe and rearranged
adjacent to one another (arrow Ya indicate each track of the
“movement”). In this case, the event field Fe corresponds to a
“second field.” At this time, a state 1n which AP values are
consumed and hence the total AP amount 1s reduced 1s high-
lighted by hatching in the AP gauge 61 1n the event ficld Fe. In
other words, a state 1n which action point AP(A)x3+action
point AP(C)x 1 written in the selected character cards A31 and
(C33 is reduced from the state of the total AP amount pertectly
filled 1s displayed in the AP gauge 61.

When the character cards A31 and C33 to attack the enemy
character are selected, and then moved and displayed from the
palette Fp to the event field Fe, blanks once appear in the
palette Fp inregions where these character cards A31 and C33
were arranged. Immediately after that instant, the character
cards B32 and D34 remaining in the palette Fp move (slide) to
the left 1n the drawing to move over or fill the blank regions.
Along with that, new character cards including the new char-
acter cards A31 and C33 (dashed rectangles) shown in F1G. 4
appear from the right side on the screen 2q and are filled in the
palette Fp. FIG. 5 shows a state where the remaining character
cards B32 and D34, and three character cards A31 and one
character card C33 newly updated are rearranged adjacent to
one another (step S4 thus far).

At this time, the computing unit 101 always determines
whether the total AP amount 1n this turn Tu displayed 1n the
AP gauge 61 1s larger than zero and whether a time elapsed
from the start of the turn Tu 1s, for example, before a preset,
predetermined time (i.e., before the predetermined time 1s
clapsed) (step S5). When this condition 1s satisfied (Yes 1n
step S5), the display of the event field Fe 1s continued in the
upper region of the palette Fp on the screen 2a. Then, the
player can additionally select another character card from the
character cards rearranged as shown 1n the palette Fp 1n FIG.
5.

On the other hand, when the condition 1s not satisfied (No
in step S5), the computing unit 101 moves the processing to
the next step (1.e., battle step). In this case, as shown 1n FIG.
5, a battle field Fb 1s displayed i the upper region of the
palette Fp on the screen 2a instead of the event field Fe. In this
battle field Fb, enemy characters Ea to Ec are displayed as the
constituent elements 1n addition to the player characters Ca to
Cd previously displayed. In this regard, the player characters
Ca to Cd may also be displayed in another mode different
from the mode displayed in the event field Fe (1n terms of the
shape, layout, and the like) such as to represent a battle state.
Note that, when the player selects a character card, the battle
field Fb may be displayed without displaying the event field
Fe.

Further, for example, a so-called hit point HP as the health
point or vitality 1s set to each of the player characters Ca to Cd
prior to the start of a battle. Then, during the battle, for
example, when attacks by the player characters Ca to Cd
against the enemy characters Ea to Ec are interrupted or after
the turn Tu 1s repeated predetermined times, the player char-
acters Ca to Cd are attacked by the enemy characters Ea to Ec.
When being attacked by an enemy character, the hit point HP
of corresponding one of the player characters Ca to Cd 1s
reduced according to the attack power. Note that the HP total
amount of the player characters Ca to Cd 1s displayed as an
HP gauge 62 within the battle field Fb as shown 1n FIG. 5 to
make 1t easy for the player to visually recognize the HP total
amount.

Here, for example, “normal moves” and “special moves
(special skills which can severely or crucially damage
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enemies)” are preset for each of the player characters Cato Cd
as plural kinds of attacking moves (attacking skills) capable
of being thrown at (exercised over) the enemy characters Ea
to Ec. For example, the “normal moves” mean moves or skills
with relatively less damage to the enemy characters Ea to Ec,
and the “special moves” mean moves or skills with relatively
more damage to the enemy characters Ea to Ec. Damages that
these normal moves and special moves can give to the enemy
characters Ea to Ec may be set as always steady values or as
variables. In the latter setting, for example, the damages are
set to change arbitrarily according to the attributes (strength
level, experience level, and the like) of the player characters
Ca to Cd and/or the enemy characters Ea to Ec, the interrela-
tion between the player characters Ca to Cd and the enemy
characters, and the kind of battle type quest, and the like.

Further, in the embodiment, a numeric value indicating
how many more times an enemy character 1s attacked using,
“normal moves” to exercise a “special move” 1s displayed
near each player character. For example, in FIG. §, informa-
tion indicating that a special move 1s exercised aiter three
attacks using normal moves 1s shown 1n a geometric FIG. 8
arranged near the player character Ca. Further, information
indicating that a special move 1s exercised after one attack
using a normal move 1s shown i1n the geometric FIG. 8
arranged near the player character Cc.

In the example shown 1n FIG. 5, when the player character
Ca throws “normal moves™ at the enemy characters Ea to Ec
continuously three more times before being attacked by the
enemy characters, a combination of multiple normal moves
(so-called “combo™) occurs. When a combo occurs, a “special
move” 1s exercised as a bonus. The computing unit 101 deter-
mines whether this combo has occurred (step S7), and when
the condition 1s satisfied (Yes 1n step S7), a screen for exer-
cising a “special move” of the player character Ca (special
move exercising screen) 1s displayed on the screen 2a (step
S8). This can damage the enemy characters Ea to Ec more
seriously. On the other hand, when the player character Cc
throws a “normal move” at the enemy characters Ea to Ec one
more time, a combo comes 1nto effect and a “special move” 1s
exercised, thus displaying, on the screen 2a, the special move
exercising screen for the player character Cc (step S8). Note
that the player can also specily one specific enemy character
from the enemy characters Ea to Ec to attack the enemy
character with concentrated power.

As mentioned above, when the player can select the same
character card continuously multiple times and the same
player character corresponding to the character card can
throw “normal moves” at enemy characters continuously
multiple times, a combo occurs so that a “special move™ can
be exercised. Therefore, the player 1s required to elaborate an
advanced operation or strategy within a limited time period 1in
order to make a battle with the enemy characters in the turn Tu
develop 1n the player’s favor. In other words, the player needs
to weigh the total AP amount consumable within the time
period of step S4 mentioned above, the action points AP
unique to the player characters Ca to Cd, and the rapidities RP,
and further to elaborate an advanced operation or strategy on
how the combo 1s generated.

Further, though not shown, numerical information indicat-
ing how many more times each enemy character 1s attacked
betore attacking a player character may be displayed near the
enemy character. This enables the player to check on the
timing of being attacked by the enemy character (i.e., how
many more times the player character can atford to attack the
enemy character before being attacked by the enemy charac-
ter). This can enhance the enjoyment of the game such as to
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select a suitable character card from the palette Fp while
taking the information further into account.

On the other hand, when the same player character selected
from the player characters Ca to Cd cannot throw “normal
move” attacks continuously multiple times 1n the turn Tu (No
in step S7 because of no occurrence of a combo), the battle 1s
ended and the results are displayed on the screen 2a, for
example (step S9). For example, the battle results include the
remaining amount such as the health point or vitality of the
enemy characters Fa to Ec as an index of damage given to the
enemy characters Ea to Ec, the total AP remaining amount
(the final state of the AP gauge 61 in the turn 'Tu), and the total
HP remaining amount (the final state of the HP gauge 62 1n
the turn Tu).

After steps S3 to S9 are executed, the first turn Tu 1s ended,
and the computing unit 101 determines whether the AP
remaining amount 1s larger than 0 and the HP remaiming
amount 1s larger than O (step S10). When the condition 1s
satisfied, 1.e., when both the action point AP and the hit point
HP remain, a subsequent turn Tu (after the first) of the battle
type quest can be repeated again. On the other hand, when the
condition is not satisfied, 1.e., when at least either of the action
point AP and the hit point HP does not remain, this battle type
quest 1s ended, and the game 1s further ended if desired.

According to the server 100 configured as mentioned
above, the control method therefor, the game program, and
the game system 1, candidates for the character cards A31,
B32, C33, and D34 selected by the player to cause the player
characters Ca to Cd to attack the enemy characters Ea to Ec
are once displayed 1n the palette Fp. Among the candidates,
the player can approprately select character cards used to
actually attack the enemy characters Ea to Ec. Then, the
palette Fp 1s updated with new other character cards. Thus, the
player can additionally select, from the palette Fp, character
cards used to attack the enemy characters FEa to Ec.

This enables the player to change the combination of char-
acter cards used to attack the enemy characters Ea to Ec
sequentially and desirably at the player’s discretion. There-
fore, the player’s intention and determination (as to whether
the operation or strategy designed by the player 1s good or
bad) are effectively reflected in the result of the win or loss of
the battle event. As a result, the originality and ingenuity of
the player 1n the battle event can be elicited to improve the
interest in and taste of the battle event that was monotonous
work 1n the conventional. This can urge the player to partici-
pate in the game or drive the player’s motivation to continue
the game, and hence the interest 1n and real enjoyment of the
entire game can be amplified or increased.

Further, the player 1s required to weight, within a limited
time period, the total AP consumable amount set for the turn
Tu, the unique action points AP set for the player characters
Ca to Cd, and the rapidities RP. Along with this, the player 1s
also required to select a strategically effective character card
cificiently. As aresult, not only can the discretion of the player
in the battle type quest be increased, but also player’s desires
for interest can be satisfied. In addition, 1t 1s also necessary to
claborate an advanced and strict operation or strategy on how
a combo capable of throwing a “special move” 1s generated 1n
order to win the battle against the enemy characters Ea to Ec.
As aresult, the discretion of the player in the battle type quest
can further be increased. This can further amplily or increase
the 1interest 1n and real enjoyment of the entire game, further
raising player’s motivation to participate in the game syner-
gistically.

(Another Example of Game Progression)

FIG. 6 to FIG. 9 are schematic views showing another
configuration example of the game screen displayed 1n each
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turn Tu (step S3 to S9) 1n some part of the game procedure
shown 1 FIG. 3. First, 1n this game screen example of the
embodiment, character cards A31, B32, C33, D34, and E35
(respectively representing player characters Ca to Ce) to be
displayed 1n the palette Fp are primarily arranged 1n two or
more rows (€.g., 1n two rows) as shown in FIG. 6. This game
screen example of the embodiment 1s configured in the same
way as the game screen example shown 1 FIG. 5 except that
the player character Ce and the AP gauge 61 are additionally
displayed in the battle field Fb. In this example, a display area
for ten cards 1s defined in the palette Fp for these five kinds of
character cards selected or determined by the player or the
computing unit 101 (game system) of the server 100 to be
characters used 1n the battle event, and two character cards of
cach kind are displayed, respectively.

In addition to the display of bar graphs 1n the AP gauge 61
and the HP gauge 62 as respective gauges, a numeric value of
the current AP remaining amount/total AP amount (repre-
sented as xx/ in the drawings), and a numeric value of the
current HP remaining amount/HP total amount (represented
as oo/AA 1n the drawings) may be displayed. Further, the
display of rapidities RP may be omitted from 1mages of the
character cards A31, B32, C33, D34, and F35 as shown in
FIG. 6.

Even 1n the palette Fp with these character cards A31, B32,
(C33, D34, and E35 arranged 1n two or more rows, the player
can select any single card or a combination of two or more
cards from these character cards displayed. As shown 1n FIG.
4 and FIG. 3, the selected card(s) may be moved and dis-
played from the palette Fp to the event field Fe, or erased from
the screen. In this case, a blank(s) once appears in the palette
Fp 1n a region(s) where the selected character card(s) was
arranged.

Immediately after that instant, character cards remaining in
he palette Fp are updated to move over or fill the blank(s). At

{
this time, for example, the cards displayed 1n the upper row in
;

{

he drawing move (slide) to the left in the drawing. Along with
hat, the cards displayed 1n the lower row in the drawing move
to the left in the drawing 1n the same way as the upper row
while moving a character card(s) for filling the blank(s) in the
upper row to the rearmost of the upper row. In other words, a
character card(s) 1n this example 1s updated along the direc-
tion of dashed arrows 1n FIG. 6. However, the way to updating
the character card(s) 1s not limited thereto. For example, there
1s a form of updating the character card(s) from each lateral
side (left or right), upside, downside, or a random direction in
two rows (lower and upper rows), or a form of making the
character card(s) gradually appear 1n the blank region(s).

Referring nextto FI1G. 7 to FIG. 9, the selection of character
cards here will be described 1n more detail. When the display
of the terminal device 2 operated by the player 1s an electro-
static capacitive touch panel, the player can select a character
card at the touch of a screen region of each of the character
cards A31, B32, C33, D34, and E35 displayed 1n the palette
Fp of the screen 2a.

For example, as shown 1n FIG. 7, when the player touches,
with a finger 7, the leftmost character card A31 1n the upper
row 1n the drawing, a selection indication D1 1s displayed in
the character card A31. This selection indication D1 1s not
particularly limited. For example, there 1s a form of display-
ing an appropriate geometric figure on the character card, a
form of changing the brightness of an appropnate display
region, or a form of blinking the character card.

Further, in the embodiment, two or more character cards
vertically or horizontally (left, right, top, and bottom) adja-
cent to the touched character card are selectable continuously,
and a screen display 1s so provided that the player can recog-
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nize candidates for the selectable character cards. Like in the
aforementioned embodiment, the player can continue to
select a desired character card until the total AP amount
becomes zero. In other words, the player can select desired
character cards within such a range that the sum of the action
points AP of character cards to be selected does not exceed the
total AP amount.

In the example shown 1n FIG. 7, signs indicative of candi-
dates continuously selectable after the character card A31
first touched and selected by the player are displayed. In other
words, selection candidate indications Y1 to Y3 (e.g., arrow-
head-shaped geometric figures) indicating that a character
card D34 located at the right side of the character card A31, a
character card D34 located diagonally downward right, and a
character card B32 located directly below are selection can-
didates are displayed. This enables the player to intuitively
recognize character cards as the selection candidates. Then,
the player can slide the finger 7 on the screen to trace these
selection candidate indications Y1 to Y3 in order to select
desired character cards continuously. Thus, the display of the
selection candidate indications Y1 to Y 3 1s a kind of auxiliary
guidance for the player to select character cards.

Here, FIG. 8 shows an exemplary state when the character
card D34 and the character card A31 in the lower row are
traced with the finger 7 continuously from the state shown in
FIG. 7 (the state where the leftmost character card A31 1n the
upper row 1n the drawing 1s touched) (1.e., when the finger 7
1s slid continuously on the 1image regions of these character
cards without releasing the finger 7 from the screen 2a). At
this time, selection indications D2 and D3 similar to the
selection indication D1 are displayed on the character card
D34 and the character card A31 in the lower row. Further, a
trajectory that connects these selection indications D1 to D3
1s so displayed that the player can intuitively confirm and
grasp the character cards already selected. In addition, selec-
tion candidate indications Y4 to Y7 similar to those displayed
around the leftmost character card A31 1n the upper row 1n
FIG. 7 are displayed around the character card A31 in the
lower row last selected at this point.

When the character cards are selected in this way, action
points AP as the costs therefor are consumed, and information
on a numeric value of the remaining action point AP thus
reduced 1s reflected 1n the AP gauge 61 and the numeric value
located above the AP gauge 61 (see FIG. 8). Further, the
display 1s so set that, when the next character card 1s selected,
the selection candidate indications Y1 to Y3 previously
described and the selection candidate indications Y4 to Y7
here will disappear from the screen 2a. The cancellation of
selection of a character card(s) (cancel processing) and/or
reselection (reset processing) can also be performed. In this
case, for example, the finger 7 can be shid 1n a direction
different from the selection candidate indications Y1 to Y7 to
cancel the selection of all the character cards selected by that
time or the previous selection 1n order to make a reselection
from the beginning. To be more specific, the “sliding 1n a
direction different from the selection candidate indications
Y1 to Y7 means that, when the finger 7 1s positioned on a
character card 1in the upper row, the finger 7 1s slid to trace the
screen from the position toward the upward side. Alterna-
tively, when the finger 7 1s positioned on a character card in
the lower row, the finger 7 may be slid to trace the screen from
the position toward the downward side.

Further, for example, specific moves called skills may be
preset for player characters so that, when the situation 1s 1n a
state of being able to throw the specific moves (1.e., when the
skills are exercised), indications (signs) indicative of the state
may be added to images of character cards arranged 1n the
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palette Fp. When the skills are exercised over two or more
player characters, these character cards may be linked and
selected together so that a combo move as a combination of
these skills will be exercised. Like the exercise of a special
move resulting from the occurrence of a combination of nor-
mal moves (combo) mentioned above, the exercise of such a
combo move can give great damage to the enemy characters
Ea to Ec. Thus, 1t can be said that purposely linking of char-
acter cards that are exercising skills to exercise a combo move
and the selection of the character cards together are also a
form of the occurrence of a combo.

FIG. 9 1s a screen example showing an example of the
selection of character cards to trigger the exercise of a combo
move. Here, the finger 7 1s shifted from the state shown in
FIG. 8 (the state where the selection 1s made up to the char-
acter card A31 1n the lower row on the screen) 1n an upper
right direction to a character card C33 1n the upper row along
the selection candidate indicationY 6, and five character cards
up to a character card E35 on the immediately right of the
character card C33 are further selected without a break. In the
images of these five character cards, for example, star-shaped
skill exercise indications X1 to X3 are displayed to indicate
that skills are exercising. Then, a combo move 1s exercised
with significantly enhanced attack power as a result of linking,
and selecting these character cards together. In this case, the
skills may not be exercised over all the selected character
cards. When skills are exercised over some of the character
cards, the attack power (strength) of the combo move may be
adjusted according to the number of character cards exercis-
ing the skills. Further, 1n a case illustrated in FI1G. 9, of course,
only some of the character cards exercising the skills may be
selected. In addition, the display of the palette Fp (character
palette) 1itself may be erased from the screen 2q after comple-
tion of the selection of character cards by the player (1.e.,
completion of an attack instruction). This can expand a battle
display area in the battle field Fb, and hence a more powertul
image can be displayed.

Note that, as mentioned above, the present invention 1s not
limited to the atorementioned embodiment and the variations
already mentioned, and that various modifications are pos-
sible as long as the gist of the present invention 1s not changed.
For example, the configuration of the server 100 shown 1n
FIG. 1 1s also adapted to the client computer 21 and the mobile
terminal 22 as terminal devices 2 despite some differences in
throughput and the like. In other words, the client computer
21 and the mobile terminal 22 can be used as servers 100, 1.e.,
any ol computers connected through the network 200 can
function as a server.

Further, 1n the server 100, mass-storage devices such as a
hard disk and an SSD may be used to perform functions
equivalent to those of the ROM 102, the RAM 103, the
external memory 106, and the memory device loaded into the
slot drive 108. These storage devices may not be made redun-
dant by a RAID, or may not be connected to the computing
unit 101 through a transmission path 120. For example, these
storage devices may be connected to any other external appa-
ratus through the network 200 as part of cloud computing.

Further, the network interfaces in the server 100 and the
terminal device 2 may be either of wireless LAN devices and
wired LAN devices, and the network interfaces may be inter-
nally mounted, or may be of an external device type such as a
L AN card. Further, a game machine connectable to the net-
work 200 may be used as the terminal device 2, or otherwise,
a communication karaoke machine can be used, for example.

In addition, the game settings in a battle event are also not
limited to the specific examples i the aforementioned
embodiment. For example, the player can cooperate with
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another player (other players) participating in the game sys-
tem 1 to progress the battle event. In this case, when both
attacks from own player characters and attacks from player
characters of the other player against enemy characters gen-
erate combos, another move with larger attack power than
cach “special move” (for example, “combo special move™ 1f
named) may be able to be exercised. Further, when the player
selects only a character card(s) with low rapidity RP and large
action point AP, the number of occurrences of a combo can
become 1inconveniently large (such as to exceed an assumed
limit). To prevent this, processing for increasing the fre-
quency of attacks by enemy characters may be performed to
increase the difficulty level. As a method therefor, for
example, there 1s processing for reducing the number of times
until the start of the attacks by the enemy characters men-
tioned above.

It 1s also preterred to set the layout and rules when charac-
ter cards are arranged in the palette Fp as follows: For
example, an upper limit (total cost) available when character
cards used 1n a battle event are selected or determined by the
player (user) or the computing unit 101 (game system) of the
server 100 1s set. Then, a cost associated with each character
card 1s also set so that character cards can be selected or
determined within the total cost. Specifically, 1n the example
of FIG. 4, it 1s essential only that the sum of consumption
costs (total amount) of four kinds of character cards A31,
B32, C33, and D34 should not exceed the upper limit (total
cost) available in the battle event. The character cards selected
or determined as such are arranged and displayed in the
palette Fp based on predetermined rules. Even 1n the example
of FIG. 6, 1t 1s essential only that the sum of consumption
costs (total amount) of five kinds of character cards A31, B32,
C33, D34, and E35 should not exceed the total cost used in the
battle event. The character cards selected or determined as
such are displayed in the palette Fp.

As described above, the server, the control method there-
for, the program, and the game system of the present mven-
tion can elicit the originality and ingenuity of the player in the
battle event to improve the interest 1in and taste of the battle
event that was monotonous work 1n the conventional. This
can urge the player to participate 1in the game or drive the
player’s motivation to continue the game, and amplify or
increase the interest in and real enjoyment of the entire game.
As aresult, 1t 1s possible to make wide and effective use of the
present invention for games 1n general, which are delivered,
provided, and performed particularly in a server-client type
network structure, software and hardware related technolo-
gies in general, which are related to delivering, providing, and
performing the games, and further activities of designing,
manufacturing, and selling the games.

DESCRIPTION OF REFERENCE NUMERALS

1: game system

2: terminal device

2a: screen

7: finger

8: geometric figure (indication of number of attacks)
21: client computer (terminal device)
22: mobile terminal (terminal device)
61: AP gauge

62:. HP gauge

100: server

101: computing unit (control unit)
102: ROM (information storage unit)
103: RAM (information storage unit)
104: external interface
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105: mput unit
106:

external memory
107: image processing unit
108: slot drive

109: audio processing unit
110: network interface
111: display monitor

112: speaker device

120: transmission path
200:

network (communication line)

A31, B32, C33, D34, E35: character card
A41, C43: selected eharaeter card

AP: action point

Ca, Cb, Cc, Cd, Ce: player character

D1 to D3: selection indication
Ea, Eb, Ec: enemy character

Fb: battle field (second field)

Fe: event field

Fp: palette (first field)

HP: hit point

S1 to S10: step

Tu: turn

Y1 to Y7: selection candidate indication

X1 to X5: skill exercise indication

What 1s claimed 1s:

1. A server connected to a terminal device operated by a
player through a communication line to provide a game
including a predetermined battle event, comprising;:

an information storage unit for storing information related

to the game; and

a control unit for accessing the information, performing

computation on the game, and displaying images of the
game on the terminal device, wherein

the information storage unit holds, as part of the informa-

tion related to the game, plural kinds of player characters
associated with the predetermined battle event, at least
one kind of enemy character, and information on a game
content corresponding to each of the player characters,
the control unit displays a plurality of the game contents 1n
a first field on the terminal device 1n a state of being
arranged adjacent to one another so that the player can
select at least one desired game content from the plural-
ity of the game contents to attack the enemy character in
the predetermined battle event, and when the player
selects the desired game content from the game contents
displayed 1n the first field, removes the game content
selected by the player from the first field, rearranges the
game contents remaining in the first field, and automati-
cally updates the first field with a new game content
alternative to the removed game content 1 a region
caused by the rearrangement to display a state where the
remaining game contents and the updated new game
content are arranged adjacent to one another, and

the control unit moves the game contents remaining in the

first field 1n a predetermined direction to move over or
f1ll the region where the removed game content was
arranged to rearrange the game contents remaining in
the first field.

2. The server according to claim 1, wherein

the information storage unit helds information on a first

parameter value set for each of the player characters
and/or each of the game contents as part of the informa-
tion related to the game, and

when updating the first field with the new game content

alternative to the game content removed from the first
field, the control unit determines a kind of updated game
content based on the first parameter value.
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3. The server according to claim 1, wherein

the information storage unit holds, as part of the informa-
tion related to the game, information on a second param-
cter value set for each of the player characters and/or
cach of the game contents and information on a third
parameter value set for the predetermined battle event,
and

when a sum of second parameter values of the game con-

tents selected by the player 1s less than or equal to an
upper limit of the third parameter value, the control unit
permits the player to select the game contents.
4. The server according to claim 3, wherein the control unit
sequentially subtracts the second parameter value of the
selected game content from the third parameter value, and
adds a predetermined amount to the third parameter value at
appropriate timing or restores the upper limit of the third
parameter value.
5. The server according to claim 1, wherein
the information storage unit holds, as part of the informa-
tion related to the game, information on plural kinds of
moves that allow each of the player characters to attack
the enemy character and are different from one another
in terms of damage given to the enemy character, and

when there are a plurality of the game contents selected by
the player and the plurality of the game contents include
ones corresponding to 1dentical one of the player char-
acters, the control unit determines a specific move from
the plural kinds of moves that allow the 1dentical player
character to attack the enemy character according to
numerical quantities of the game contents correspond-
ing to the identical player character in order to give
damage to the enemy character using the specific move
determined.

6. The server according to claim 1, wherein the control unit
moves the game contents remaining 1n the first field 1n the
predetermined direction to move over or {ill the region where
the removed game content was arranged and the new game
content 1s updated from a direction different from the prede-
termined direction.

7. The server according to claim 1, wherein the control unit
redisplays the game content selected by the player in a second
field different from the first field 1n a state i1dentical to or
different from the state of being displayed in the first field.

8. The server according to claim 1, wherein the information
storage unit holds information on a {irst parameter value set
for each of the player characters and/or each of the game
contents as part of the information related to the game, and

the control unit determines an appearance probability of

cach of the game contents displayed in the first field
based on the first parameter value.

9. A control method for a server connected to a terminal
device operated by a player through a communication line to
provide a game including a predetermined battle event, the
server including an information storage unit for storing infor-
mation related to the game, and a control unit for accessing
the information, performing computation on the game, and
displaying images of the game on the terminal device, the
method comprising:

storing, 1n the mmformation storage unit, plural kinds of

player characters associated with the predetermined
battle event, at least one kind of enemy character, and
information on a game content corresponding to each of
the player characters as part of the information related to
the game; and

causing the control unit to display a plurality of the game

contents 1n a first field on the terminal device 1n a state of
being arranged adjacent to one another so that the player
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can select at least one desired game content from the
plurality of the game contents to attack the enemy char-
acter 1n the predetermined battle event, and when the
player selects the desired game content from the game

new game content alternative to the removed game con-
tent 1n a region caused by the rearrangement to display a

22

state where the remaining game contents and the
updated new game content are arranged adjacent to one
another, wherein

the game contents remaining in the first field move 1n a
predetermined direction to move over or {ill the region

contents displayed in the first field, remove the game °
where the removed game content was arranged to rear-
content selected by the player from the first field, rear- range the game contents remaining in the first field.
range the game contents remaining in the first field, 11. A game system including a terminal device operated by
automatically update the first field with a new sallle a player and a server connected to the terminal device through
content alternative to the removed game content, in a ., @ communication line to provide a game including a prede-
region caused by the rearrangement to display a state termined battle event, comprising:
where the remaining game contents and the updated new an information storage unit for storing information related
game content are arranged adjacent to one another, and to the game; and _ | _ _
move the game contents remaining in the first field in a d controltu?ﬂ for ?Ecessmg thil 1(111.f011'mqt1011‘3 per fomflf[lﬁg
predetermined direction to move over or fill the region . comptita 1§n ol the gla:lne{ dll ﬁsp ayihg 1nazges 01 the
where the removed game content was arranged to rear- h gtan;e Ol I © tefmma e}f;e’lg ereu;rt fthe inf
range the game contents remaining in the first field. & HLTOHIELOI STOTAEE UL HOICS, €5 Part O e HIOTIE-
10. A non-transitory computer-readable recording medium tion rglated 10 the game, plural 1‘<111ds ofplayer characters
recording processes for causing a computer connected to a assoliilaged leth the Eredetermlléei}j attle iavent,, at least
terminal device operated by a player through a communica- ,, onet 11 O CHELLY dCf ar?cter, ?111 flth Oﬂ?mlon En . gtame
tion line to perform: ) conten lcoqe;POI} ng 01 eacl. 0 ! flal player characters,
. 1 - - : : the control unit aisplays a plurality ol the game contents 1n
pI‘OE:’ldlIlg Agate cludlng a predetermined battle event; a first field on ‘[Ifle B’Eem?inal dgvice inga state of being
storing, as part of information relgted 10 t-h ¢ game, plural arranged adjacent to one another so that the player can
klpds of player characters B ted with the predeter- select at least one desired game content from the plural-
mined battle event, at least one kind of enemy character .. _ .
and information on a game content corresponding to ity of the game contents to attack the enemy character in
each of the player characters: the predetermined battle event, and when the player
- : - o - selects the desired game content from the game contents
accessing the information, performing computation on the displayed in the ﬁ%st fold. removes {he gg e confent
ame, and displaying images of the game on the terminal ”
cglevice' blayiig e 5 selected by the player from the first field, rearranges the
. . - : ame contents remaining in the first field, and automati-
dlsplaylnggplurallw of the game contents 1n a first ficld on fall dates the first 1%61 4 with a new eame content
the terminal device so that the player can select at least 1t M tp o 1h p ) % . .
one desired game content from the plurality of the game ATCHIAHVE 107 HIE THIOVEL Sdile COIREIL 1 a TE5Ion
contents to attack the enemy character in the predeter- cause:d b y the rearr an%ensent t?l czlllsplay({ilftezi[e where the
- _ remaining game contents and the updated new game
hmmid b?ﬁle evelntj anlcll desired f NS content are arranged adjacent to one another, and
when the prayer seiects (e desired game content from the the control unit moves the game contents remaining in the
game contents displayed 1n the first field, removing the first field 1n a predetermined direction to move over or
game content selected by the player fI:OI-n th‘-a first fleld, fill the region where the removed game content was
rearranging the game conienls remaining 1n the .ﬁrst arranged to rearrange the game contents remaining in
field, and automatically updating the first field with a 2 2 2 2

the first field.
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